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A NEW 
CHALLENGE 
FOR YOU 
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Funomena 



GAMES&ART 

BA. ART-DESIGN: GAMES* PLAYABLE MEDIA 


P Design »" dGaroeReSC “ rCh 

to Gatne uesig 

MDA-. A Formn' APP roa Bl ,„ c ,R.w-.^ k 

„«»»**• 
sffuarASss-—^ 

d6S ^ ._framework 


ig0 abroad^- 

£» tr 

— »M» 

, _marchers arc 


r:r:r *&?gsF* ^ ****%&£ «* *sr^ ^ 

^ C ^ra1^P-°r argument or user ex^n®^ w generaWO'^Redesign merge ' 

K ?-*3. SSSB g-£rf3S object and system behavior, 

C 0 . ..^ SySteC ^ ! «A 0 m^ I ^ : ^ 0 ^^n^OStag.^^^1^^terf 


Snual-suUsofgamep'ay. SeemingVy 

ksZSXssrSSZ**-*. 


sWW'iEUi?™* 'n d . 



M D A 



Mechanics: The Rules 



Mechanics: The Rules 


Dynamics: The Behavior 



Mechanics: The Rules 


Dynamics: The Behavior 


Aesthetics: The Feels 



POKER 



Rules: Cards, Turns, Betting 
(Meet, Raise, Fold) 



Rules: Cards, Turns, Betting 
(Meet, Raise, Fold) 


Behavior: Bluffing! 



Rules: Cards, Turns, Betting - 
(Meet, Raise, Fold) 

Behavior: Bluffing! 


Feels: So Clever... or so :( 



Mechanics -> Hidden Info! 


Dynamics -> Deceit! 


Aesthetics: DRAMA! 



How Do You Feel Today ? 



Aggressive Agonized Angry Anxious Apologetic Arrogant Bashful 



Blissful Bored Cautious Cold Concentrating Confident Curious 



Demure Determined Disappointed Disapproving Disbelieving Distasteful Eavesdropping 



Ecstatic Enraged Envious Exasperated Exhausted Frightened Frustrated 
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JUST A COPY 



JUST A COPY 


TOO MANY RULES 



JUST A COPY 


TOO MANY RULES 
MUSHY FEELS 



Designing 

For 


Feeling 









Walk 


Glide 


Sing 


Glow 

Together 


Fly with 
Creatures 


Release 

Flags 



Exploration 


Connection 
With Strangers 



Awe 


Communion 
With Nature 


Exploring 


Where You Start 
Matters! 




































X 





Unravel 
Star Puzzles 


Customize 

Landscape 


Arrange 

Instruments 


Play 

Instruments 


Meet 

Characters 

Free Moon 
Characters 



Transformation 
Through Creative 
Introspection 



Jvf, 4 
















































Place 

Objects 


Unlock 

Abilities 

Combine 

Abilities 


Save Your 
Woorld 


Decoration 


Creativity 



Evolution 


Joyful 
Exploration 
Of Familiar 
Spaces 


Persistence 
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Hold 

Hands 


Unique 

Abilities 

Unique 

Samples 


Climb 


Stack 



Explode 


Connect 


Collaboration 



Playing 
with a 
Living 
Toybox 
Together 


Experimentation 


Destroy 


Designing 
for Feeling 
is Harder 










WHAT 

IS 

NEXT? 



EMERGING 
PLATFORMS 
ARE FOR 
EMERGING 
PEOPLE 




















THANK YOU 



